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(54) Bf8M©:6iw scmmy-j^» 



^cOMfiJi: 1 1 13=£-^ C RT 1 7 l^^^Sni. » 




izmim^^^mzm^sk-t^ ^ n >- h n-^ S: 

mxmmcr)X:f}mi>zy'iy^^-im^co^^r^ ^is^^m 

^ikt.ix. ^^mm(n*r-j^W}kii^i,z\,imw^'&<r>^^ 
'7 99im^s^n^mz^'^ixh:L}i^^}^-^hn 

^~'jim^st^^mz^^ixhiL%Kz\i^ wmn 

2r#® i: ^hWM 2 letKc^^f^M^- Ail. 

^^^< ti>ii(ffliciS(t4.n, -TvA^-i.zi^.'^xm^m 

fth^t^^}:. -thmim. 1 ~ 3 ^m^^iataio^f 
[i«*ii5] mimm(r^^mm^mAzm.^^^. 

^(r>-Y-H\lzi^'^\z^\^fz■rv^ -^-(TjpgB^^ttA^i 
(00011 
[0002] 

^h:LhifX^hi.o\.z-^j:->X\^h, *f-J^mz\tc 
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•/^r-y-A«S^i:'<7) J: d tCT-W-f ^-^i^lSlC^ttc^- 
m-^hKztchtz^. -^m^mmy^td^iizMmm. 
[0003] mLxiit-^^^^mrnktsw^ 

^\zth 0 , '>X\iB'^mti:^mcr)ms^h'y 

^<=5rOoo3b-?., ^A*-A:^flcAFlL/tiS 
t-iXXt. nnX'CTi^mifm L^cr>-r>XUh h 

m^'^wwmhtix^fz^ . ^t>\,z\i^mif^ 

[0004] 

[^ag*Jjs^tj;31:-fl,ilS] c3U^c»fSS-#« 

$-3§r-t-#@i: LT«Tt-C-S>-i.3i)i, m^<r>y-2^mi 
m^LtziiO ^z^imm'tliZ^j: o T 0 , 
--£.c7)S@$: V 'iMcS 0 ±{f t v> 9 3 >- -fe r h o i> 

j>.^m-timmtLx\'^hzttif,ixtc< . y-^mtT 
•3, y°u^^-mAty-j^mt<7)mm']tcm&i>z-y\,y 

Xii^S-^tiX^^^W 

[0005] *»H^{4±lB»*Sr#JtLT^$il^v:tiO 

-C', mmmy-j^m<ox o izm^^titzru^ ^-^^^ 

Sr»JffllT'# S J; ^ L , 0iJ;tH'^i&#t t o T t. 
[0006] 

-tttmbiz. y-j^<r)mmz^-oxyu-( ^-c:iiiz 
A:h § titimAmm ^ HAr- ^ ^ ^ u ^ 1 1 

t ^<7)mx'mnLfzy-^cr>fmy''-i^ ^y°u^ \ 

iS-tS fc # fcA:^$n;trw>f -^-colfAfflf^^^fflAT-* 
x-iJ'lcJ^jCL/i^ •y-b-i/SrTU'^f ^-tcg^S J: 



[0007] ±ii)mm^^m^m^. ^ 'y-t-v-'c^is 

[0008] y-M.cr)\Hm^<^i,<^l,iiS:MX-'X\'^iK ¥ 

mm<r>imm.izn-htiiL. -e^^a^co, ^^f-titcio-c 

e&tcA 0 at; J: d ^rX'^-X 5:15 {fC*3 < i i: (c 
J: t , ^ tciattt^c ^ ^ -c t y-Mzma 

[00 09] 

ta mz i 0 ffi^Jf co^affitc LT J) . tfOHSSJg.^T 

[0010] if^-)V'5\tW&imMV^WS.'n'm.X\ 
d'AM<^t>fiO*ifflV><i>ix, ^<r>miZ\±\^vi!r^v^*j:K^ 

if^-Mz^'y<rmih^-^\^t^ "om^wmmz ut 

c: t -Brtg-C'. ^ (r>^-^\,z\imm 3 <?)^ffiSr S t:, fciS 
^J«tc^«, iS^sai3^^^»^M=5^?^;^^^J^^LTtJ 

[ 0 0 1 1 ] y h 6-ClT*>t±J t/irf^-yl-S^iiSSS 
3il-ih.mf^-tZh1f^£\^i.o\.Z^ )ffiS®3eo±«aH3 

•3 m^i^-^-mmm(rimmz 3 r y- 
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Y~V^ffyTmk.'m$M3h<rm^z\t, ;^^-;^5*^JKS 
Ut.& X'^-x A^fgft A>ix. ^ >! * 5 *iji3il Lj^^ 
1 1= {c;^rj T^^'- hcOTffitcffl;^iA^fx>^c3te«5e<7) I N 

«i«f^|g 2 6 8 6 0 4 8 ^^jm i, P L < f E« $ 

[0012] xnry- V B.t-m^hftfzmmz\tm^ 
mz^ %tzm^^^<n^wmz\i^<r>■^mz1^^-}xr•o 
yK^ims^hhx^^h. z.ixty<nr^V'K9\,zif>.-)v 

Vmh-tah, ly-i.a?t'9 5^icOd^-;^S:fflV^^^ 
t *i-C'# . 5 -fe y mTl*^.Ty-A5r-^N'- 1 ts:h . 
•?-t-C. 5 4r«y h^<?)X3T<0-^lf-*«iy-A<7)X3T 

<±, l-fe-y hri:{25>^Atcnr^^$ixS. 

rY-Ysimyiih,fix\^hm^<^'&(rMmz. ^ 

[00 13] 5-fe-y hi)-c7)| — ^;Pxrjr*>y-AX3 

(ffUxtf 2 0 0^) a±{zm.^^tLX\'^t:b^izyu-! 

«-^r'j^^ (S^^^) ii^i:'c7)ftficoiasigfiico*m 

[0014]$ ^>t=c:£oy-^«-c«4. 1 *f-Jx<r)Y- 
3 r a 3 r JiLhT^ < x i> , ;t {f ja^ccif 

1 20 0,sS[) S:^g<tTv^i^{^±ie^o^tft*^3a^-^i.^i^ 

< , -r-ctctf •^j^cy-i.ioy-o.xnrt.ttggLTfijffl 
"9 , r^^ ^-rt fcia*<oy-j^<7)^$r«#-ts 

[0015] y-A«2|s:#:2cO*H«<±af^''N°^>;l^ 1 0 t 
^oTfcO, 3-^WAAnil, :r-f-VyH2, ^J'-yf- 
^-13. -7^9X37 itV\A^ 'T^}'<.AYfl-Y-(rm 
API 5*<iS(t^n-CViS, y-f-\';H 2{iy-a^^- 

^xmm ty-Atsfc^^LTMifeetcy-ixSr^f ^ 



CRT 1 7t,zmjp^tli>mf^J( y-^-'JlzLfzijt'iXm 
[00 1 61 :^a7*>l 4{iru-f^r— 0^*Sc2r 

leif^^i, r\^^^-<nmsA'mk.ht£h. tea. -^Wr 

o 7 =f y 1 4 <^f^;b 0 tcJilSCSaXSS: 
«f^>'N-;*.;H 0tc«;^i^ai6tfiv>. ffAOl 5(c{±K». 

iei*f5*W$ii, y-AS:±i^)/::t #{cJi7-'-^»§ 

^SADl l*>'^>*fca^>T3-^>-^raAt)tf*, r^'-y^ 

^-t:J;'?r'J'<-^ K;!?-h'cOfmJ«{^^fi=;ta\ tfA 

[0017] iSS^3cO#BuS!lcO-gPi:iif^><^-;l'7 i: 
C:coJ:d^X'<.-;2.18S:iSft-Cfc<c:t 
PgP?^ ^ 1 8 rttcA D at li-T y-A $rfif 3 

Si^t^.;P7iO*Bu{ait;*S0 1 0*JiS(t^>ix. TK(C 

[0018] .icOJ; 3=5rfiJffl}e»^#mL/iJl^, jSiJ 
S3cOa${i7 0~9 0cmgJS:*iJ;<, ^TtX^-X 
IStCOV^TIi, •?-£?)S$**5 5-7 0cm. 
3 0~5 0cmSJS. 11fftt<<i4 0~5 0cmSJS*? 

9i3<Ofl|i|@$: 100c m~ 180c mUmz-^hCDifiX 

[0019] *IS5t:r|ga$ix:t^-^c RT i 7«i. y 
-AX3T<73aS^7^i(t-C:&r<, fflAtf$fi<7)A:^lif^^«0 

'J. y-At^ 1 -t -y h$%T Lit t § C7)g3ii^ -y -fe- v', 

jKtCfflVi^>tL. ::il^>(50^-y-fe-i''{i^^^:?:J'c7)Bill>ffi 
i:i:t>tca^?ix|., ^^iZ. t-^CRT 1 7iOi£i^ 
{C{±:^e->!?2 03&«ffl;^*jitfl. t:=.^CRTl 7(C^ 
^§iX3t^T 7 ^ 9coim.izmtfz=^PX'±9i^ "/ -fe- 
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^"J - >'T-ftffl-r I. ^ i: i ^t^T'S) I. . 
[0020] t'r jT*^ 7 2 2{iflAT-^OA:'3mc 

T 1 7 kZ\m^ b'7-'3j-;;&;< 5 2 2 C[6lftS d t ^^-^ 

mmm^m^j:}£(r)mM.crm^mmzX'> 

[ 0 0 2 1 ] 02 >l£7)y-Atac?5«»fl<J1tfig(OSlB& 

^m^yu y^x'j^i't. cpu2 4{i. mL<{iimt 
Si ate, >'-yv:^ro^7A;<*y2 5at^y-A 

7"a:/7A^t >; 2 6 {CtSW$ix;">:7°Oi/7Ay 7 MC 
L7t*H\ 'jayhn-72 7. y— a=.3Vho— 
7 2 S^fc'tC J: 0 y-AacOf^S:$l|ffiI-ri» . ^: 
-rJ-nyho-^SO, ■9-'>:yHr7>hc7-7 3 UiC 
PU24*>^>COtg^{CJED, -eiX-fil^:— ^CRTl 
7. Xt-;;&2 0i0f^t!)S:$lJp-r-S.« ilftro^^^A^ 
^ 'J 3 3 lc:{ijIgft^M3 4(0$lJffllV7 hti^mH^K. 
iMSft^a34{i, ^i^:5'-^-y hffl^rfflfC^coy- 

[0 022] 3W>-fey-^3 5Ji3-f WSAPl ItO* 

2 4(cx:J'-h«-^$-A:^-ri., ;4'-K»BR'5/ia«/ 
^tfS3 6{i. HUxEL^^idtc, CPU2 4*>^.<7)3-7 
>'H(cLit*>%'>, IfAPl 5*-^>ifA$ix?trU'<-^ h' 

X?- nztm^ixfcmm.<nwR^isc(/m%m!L^^o t 

[0 0 23] ;<ti;3ybo-727{i:, CPU24A^ 
<i>conv>-h'lcL:^c*i-5-c I Dtt^gr-:^';''^: U 3 8, 
B^T-rJ'^^ U 3 9 , ^*Jl[x-^';'<^ U 4 0. y-A 
fi!t*f7'-:J'^^:'J4 1 . ^■V7;?:5'7-'-^^^:U4 2, 
^ •yfe->'*-f-^'^^ y4 3t2T^-feXL. ^e^S^■f- 

^f -5 T c p u 2 4 t:A:t)-r s . 

[0 0 24] I Dffif#fiT^-:$'^^ 'J3 8tC{i:, C:«oy- 

A«i{;g»$^t^r^'f^-iBAc»i-aw$B. mt\i 
fflAffi#^7)S#ix;2^{i, TV'^^-<r>mmmm^z 

m^J-^^)V 1 0*>^>A:^3$ii3t7'-:J'tc:S-^v^Tfifi:)ix 

^9m\.zi.'iX%t>tLfz^:&\^-9tiimi^it, :iti 

t^crtT—^izMLX^msiiXi^-Yim^mxt^ix 
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[0 0 2 5] pm.f—:f'^'^U4 0lZii-?-i^\:iyilry 

1 4 $r jiLTtt/ijiXTtmr-^*^' I D 3- F t i: i> tc 

-^^*Ut I Dtf$gT-^;^^i;3 8i:i:i>{cfflAffl 

^ ill. ii*cr)y- ABgJtr- ^ t LT . ^'--i. 

«-y-A|*iiO-fe-/ bX3r'5ri:>'-&*tT.S. ^tJ. ID 
fflf#7-'-:?><^'J 3 8. Biax-:?^^ 'J 3 9, ^^iir 

[00 26] 4f'V7^^'7'-^';><^U4 2tC«. SSI^ 

- Y^mm^-i^z LTB??/ttJ-ri t t;:=5r-^ 

i.T^-^ C RT 1 7^Xtr-;i!r 2 0 fc:^Jtt^ifi6?S*i 
[0027] ^tJ. df^^:?'^<D«ffi^]P^CO^^^^;e. 
#3iiix, ;^ ■/■fe->''T'-:J';><^:U4 ScJOff^^'ijW^iO 

^ coaif 2Stl^X tr-;<f 2 0 ^><?)|5 1 C: ixtcS^IB L ;t t 
[0 0 28] ^•7-fe:-i^'x-:S'^^:!;4 3Wi, i^—tr 

2 6t,zmm^tlfzTai^-^M.<r>mrr'Piz^ m^tii^tii> 

its t ^ ic^ScOflAT'-^ ^ t'co J; 0 tc LT A^J-fS 

MiTmzj&^coy-j:.cr)fS.m'^y-j>'Mff. y-j^i^ 
mz^^txru-s ^-iziitfz^^^ y-^-i^im^-t^ 



[0 0 2 9] y— A3>'bCf-7 2 8{±, y'-ATO:/ 

5 A^^: y 2 6 i,zm^T3^ttLfzy-Av yhiz Lrz*^-o 

-)umkn 4izm^. tfz^^ry-h stfofrHtcifttt 

i^tifzy~h:^armm^4 5izxarm^^n\'^. ^ 

<i> I N h -fe ^--y- 4 6 S.t^O U T y- b -b >'-^4 7 

[0030] uLtcrij: o ^zm^^ixfz^wny-j^m<r> 

It . 0 3 \:Xmzm^fz yu-^\-\- Rt/^t 

API l*»^>^W>'aA*«^Ti5i^. rr-^ :^-fe>'-9-3 5(c 
a:-3TaiE3-^>T'$)-?.>ri:*^'5ll2$ix. $> t >«itf A 
□ 1 5lc:JfA§<X3trU^^ h';*-K*^'*^6^tcOT'J> 
S <! fc *««i2$ixS ^: . *ixm*»^ C P U 2 4 tcffifg 
ft-^*^'A:'3^fil.» ^^rJ'CRTl 7tc^ /-fe->''^ 
*-'iffipii, US ic^-r J; 3 ic^-TTP-'f -^r-offS^^ 
3&^^^^STfc5*^*'*«^i)^l?., ^::i:J'CRTl 7C0* 

S^ic tJt*>"-5Tr^-( ■v-*^i*f^^N°^-7i' 1 0 *><^ A^j« 
m2.9m(r)\,^-rii*Hz^m-t^ , 

[003 1 ] fra^«l!SB#(;«, ^:ZiJ'CRTl 7a 
yxt-* 2 0*'^<7)^ >y-fe-i/'tCL/i*^oT, rp-f 

2 2(Ci'?W^c07=-^K'9a^A^'ffi5n>g.. lEffitC 
^l*3iD!a*^'=ff h . ^(DrU-^^-izn^cD I D 3 
-H*ift#-$tt. ^<^A:^l$tl^fflAx-^, ^tltT^- 
Dn-Khttlc-enem Dffl 
fgT-'-^;^ * U 3 8 . mmy''-^:><=tV 3 9 . ^IS:?-'- 

[0032] SrS^liMafcllgLTJi:. ^-v?^ 
^7="-^^ ^ y 4 2 tCfflm^fLT V>|,dr A- 5 ^' :J'*^'^- 
^M.'n^^^'7if^^^-th:Lti)^X'^h. ^^"7^9 

^^'^l.fz^^KZlt. I Dfflf$g-f-^;<^:U 3 8tC-e«0 
y~h.^^ d i: # t/i=>f A- 5^' ^*«fflv><i,*t 

'J 3 8tC»^ Joi. l^tLh . ffMS»J!ia*^'IIT-r 

St. ^:r:^cRTi 1 ^izy-d^mk^^-ff^yy^Y 

[0033] fr«^«J!M*«^=5:t * fcti. ri^-f 
{4, t-rJ-CRTl 7C^^$ixS^rt^-yfe->''tcL 
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C P U 2 4 «iC:^l^>cOT-:$' 2:;^^ U 3 h 0-7 2 7 

mmcr>:>i 'J tc-sieiiLTtfib. amr-^'^ t u 3 9 

^ tiX V ^ |>li«f - ^ t X- ^ Sr WiXtcM^^aj 

[0034] Bmx-:5';<^ U 3 9Jit>'/X«i^*iir- 
i$';<'e>J 4 0l,z—W:-t^h(^t^h&t. ;<^:'j3>'hn 
-5 2 7«±^ixtc#4-$ix-CV^|. I D3-KS:l^af- 

ziK^com^i^s-^i^iTyhcoizmmLx^-^^K^b^iiziim 

[0035] 7'P>f -V-cofrffiSlfSOiil^/itiiilSJIia 
•tX'^z^»m^<oy^u-(^-^zfliLX^i. ?(=tvayh 

cr-52 7(±y-A^fx-i5'P<^U4 1 , 
X-^>*1'4 2, pi-yt-i^y'—9:<^V4 3lZTi^ 

Ti 7lc(±CTx{fll5{c^^-r<i;otc, H5llIoy-A;^3 

^-'-AffilTii:. 5 y-J^imitLt:^^X'mx.iS 12 0 

[00361 iS^fctToTty-JUCD^^-A^fc^St. 
^ ^: 'J 3 y h n- 7 2 7 -y ^ P< ^: U 4 3 

*^'i>jl«]^;^ -y-b ClixSr^r^^J'C RT 

• J <55;< •y-b->''**HM^*StL. ^f^^-v 9 

(,zmt fzpRx/. y~j*mmzm tfz^com'^-x'x f - 

*2 0A>A,{i^^-C-ISlrt§O^ ■y-b->''*^"?g*n§ixS. 

^ Lit 3 r y-A£7)^^[lIS|rJi5^^<7)y-^ 

[00 37] smxaT^m^Lfzy-M.x9-hn^ 
:ibizj:-oxy-Af)<mtik^tLh. y-j^<P, c 



PU2 4{4INy-h-b>'-t4 6. OUTy-HrVif 

4 6*^^>iO^Mi-f-5-i£*gL. -fe-y h;^3T5:y-Affl 

^-^yy:^=^')Asx'mmztm-tt.^Lx. 

a. Sl7«i3-t-y hiT'***^Tt/c4fc«S:^fCt5 0, 
3-b y b^T-cOh-:?;W;^artef-ti:T^§it.|.. t 
*>'?)^, ^■yfe->''{i;^t:-;<?2 0*»/btS;c'c>ixS. 
*?t. -b y hXnr*^fiiSS(ciSt,^«-^ (flaj;c{f 2 0^ 

[0038] y-M,mTmzii. ^co i y-A:5i-coy- 

AX3T*iy-Affl'7-^>'^;><^: U 4 8>?)>^>^ t 'J 3 
>'ho-5 2 7(Cj;-?-cy-Af!g,«x-^^tU4 ItC 
fe«S^tS. iy--^^TB®;^rJT2r^ 

::i^'CRT19{Cia9 X«ia 1 0 {C^-r«^**1t i^iX 
iy-J^XBmxaTA<^'VTX-^^t^r>tzb bX 

ti-S.J;^C^oTV'>|,*><s,, 01 otc^-Tidtc, 4y 

-oT. C:il*>A>ff3 5y-i.BlCOV^T{i. 1 y-A<7) 
h-:J';l^X3rlili'Kc, 5y-A:>i-c7)i|^X3r*^BS 
CO 1 2 0 Oj^izmth tX'b'<om&<7)XaTi)<iSi^X'h 
^i}>t<W^^ixhX^lz^^, 

[0039] 0 iz. y-j^<m'iMa/y-M.m 
Ti^wi. y-A<o^ja^y-A^«fciet7t^>y-b- 

CRT 11 \,zm^^iXhbbUz. 
2 0*»4>(iWmcJ:4?fi»]*i^T;bfLS. ^v^^rJ'co?^ 

uif3M.y-^^) 25\,zmm^ixx\>^h<r>x\ ru-'f-Y'- 

tlhiiO^Ztc^. ^^^^J'CRTl 7l=^-r.&^ 

■V7^i?<7)B«i: LXI,±. mhh\>^l<i.±.^^fzi,fX'^j:< 

[0040] cicoy-AigT'ti. § t^\,zmi\.zmi}^ixtz 

{cy-A^^f3Cti.^tg-C-^l.. t-f. MWl^^bV' 

mi,zn^^t\^xy-M.<r>x9-v^mi^>iyxii<. 

Lt. m3(r>yxy-^-^-Vl.zm^y-M.xi'-hmF 
coflfrtc- fif^^N'^^n o^tif^Lr^tiE^:-K^jMiR-r 

Sr A:»J-t«. b , fi!!m<oy-Afia4: <7)Ht:'3cfi*«§Hii&S*l. 
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[0041] ^=i^CRr 1 7 iZimUtJSi 1 1 iZTTi-t 

^? ^ J: o xiFtmm^(r>^. t mm<7)nmmt t ti^mit 

[0042] -y-J^ii 1 -fe -y h r t tCxStCtr^il-i. . 

b'f'^7>p<7 2 2{ijaiS^3$rmL-Cffl^ 
dlcOy-i^lSlC-eoamSrjM O . t-:^' C RT 1 7 iZit 

ix-?iT.<?)^*S(c>i^iiEL:^>:;< -y-fe- L, 5-b -y h 
»T«ftC{4y-A^m{CiEl:Jtp< •y-fe-v'^fg^ri.. 

izii^<7)^^-ffi}<mmizm^tii^ti. y-M,mihm 

[ 0 0 4 3 ] tJLh, m^(r>mimmi,ztfzt^':>xmmL 

XtfziiK ^^mi:mm-t^otX'iiy-J^^coi,(r>cr) 

M:t^m^j:mm^ffy^iii-^mx'hh, mx.ts. ±ie 
(Timmx-ii^^-fu 5 srsf^co-fe -y hfigtca^ . zti^ 
vy-/ vxim.\^x\^hi>^, if'.-)v^imm3(ri%ti- 

#tclNy-h-fe>'-»f4 6 2rffliSL/ci:l' 

[ 0 0 4 4 ] $ ^.t;, ri^^ ^-(T^^m^mmmmx. 

X<h)i. lDtS^r-:J'^*'J3 8, Bfllx-:?;^^: 
|S«S[T-^';<^U4 0cO;><^'J(seffli3&«i«:«C 

S:fi|5*t;-ri.Jti6tCt4, CT;t{f^*y3>'hn-5 2 7C 

[0045] ^^gJ^fy-AcO^^^ittrtcWSS: i> 
'&ki:.tz^h^hifm^X'hh. Z<r)fz)^. ^-^"79 

^cfimmtLx\i. r)y-i^--(r>m^-^£nMznmx'^ 



mmLxzti^^ti^'ixmmT-i^tLxMT^A.x-i5 
[0046] $^>t. ■t-cicl^iaf;?iiTfcsr^'f^- 

^> I Da-KSrff;^BXSM]iX«tgi:Sri<7)>-'-A«S{ci, 
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Summary. 



(57) [Abstract] 

[Technical problem] Continuous cooperation is given to the game of multiple times 
over a game machine and a player, and it makes it possible to set a game as a 
dialogue based on the past game results. 

[Means for Solution] Operating a control panel 10 before a game start a player 
stores its personal information in a game machine. If a player performs voice input 
from a microphone 14, the voiceprint data will be memorized as one of the personal 
information. A video camera 22 picturizes the face picture of a player, and the image 
data is memorized as one of the personal information. At the time of a game end, 
game results match with the personal information on a player, and are memorized. If 
discernment of a player is performed when starting a next game, the game results of 
the past of the player will be read and it will be displayed on a monitor CRT 17 with 
the picture of the character which the player chose. A character tells the message 
according to the past game results, and this message is reported by voice from a 
loudspeaker 20. 
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CLAIMS 



[Claim(s)] 

[Claim 1] The interactive-mode game machine characterized by providing the 
following. Individual data memory which memorizes the personal information on a 
player. Results data memory which matches with the aforementioned personal 
information and memorizes the results of the game for every player. Character data 
memory which memorized the image data of a character. The memory controller 
which displays the message which accessed results data memory, character data 
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memory, and message data memory, and was read according to results data when 
the personal information on the player inputted as the message data memory which 
merhorized two or more kinds of messages according to the results of the game 
memorized by results data memory in advance of the start of a game was saved at 
the aforementioned individual data memory on an image display means with the 
picture of a character. 

[Claim 2] The interactive-mode game machine according to claim 1 characterized by 
for the image data of two or more kinds of characters being memorized by the 
aforementioned character data memory, writing the character code showing the 
character chosen when a player chose a specific character at the time of the input 
of the personal information on a player in the individual data memory of the player, 
and displaying the aforementioned specific character on an image display means at 
the time of the game start on and after next time. 

[Claim 3] The interactive-mode game machine according to claim 2 characterized by 
uttering the message of these contents with the voice according to the character 
when voice data which is different for every kind of character in the aforementioned 
character data memory is memorized and a message is displayed on an image 

display means. 

[Claim 4] The claims 1-3 characterized by displaying the advance screen of a game 
on the aforementioned image display means whenever it has the following and this 
sensor detects passage of a game object are the interactive-mode game machines 
of a publication either. The game board which supports the game object which 
carried out the ball or disk configuration of a minor diameter free [ movement ] by 
low friction. The sensor which detects passage of the game object of the game 
board which was prepared in the back side at least, was flipped off by the player, and 
has moved in the game board front face. 

[Claim 5] The interactive-mode game machine according to claim 4 characterized by 
providing the space in which the near side of the aforementioned game board is 
made to project in the shape of eaves, and the leg of the player which sat on the 
chair caudad is accepted. 
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DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[Industrial Application] this invention relates to the interactive-mode game machine 
equipped with the function to memorize ID information peculiar to a player individual 
with the past game results. 
[0002] 

[Description of the Prior Art] The game machine of various gestalten can be 
installed in an amusement park or an amusement center, and many and unspecified 
players can play a game now arbitrarily. There are some which the player other than 
the video game machine which manipulates the character picture displayed on CRT 
with a cursor key or a joy stick to a game machine actually moves the body, and 
perform a game like for example, a hockey game machine, generally, although a game 
machine has the effect of heightening or maintaining reflexes and thinking power, the 
effect which will be said if the decline of a motor function is prevented when elderly 
people use since, especially as for the latter game machine, moderate movement will 
be urged to a player is also acquired 

[0003] Especially, it is in the inclination for the trend toward the nuclear family to 
progress increasingly, and even the opportunity of an everyday conversation is 
decreasing for elderiy people now. Moreover, although a conversation within a 
station is one of the pleasure for the elderiy people who entered the home for the 
aged etc., since a partner and subject are restricted or there is also a person still 
poorer at conversation, there is a field where everybody is inadequate as means 
which enjoy leisure without constraint. 
[0004] 

[Problem(s) to be Solved by the Invention] Although it is suitable as a way stage 
which passes leisure if there is a game machine with which elderiy people can also 
participate easily in consideration of such a situation, the conventional game 
machine has become for the younger age groups, as mentioned above, the thing of 
the concept how to enliven the interest of 1 time of a game once is most, and one 
with it difficult [ to enjoy a game ] is actual for elderly people. As the factor, the 
relation with the content of a game not only being complicated but a game machine 
and a player will be severed for every game, and it is mentioned that it is almost 
lacking in continuity. In addition, although the game machine which had storage of a 
high-speed-steel core and a display function until now is well-known, it remains only 
in a mere high-speed-^steel core display, and is not taken into consideration about 
the continuous relation of a player individual and a game machine. 
[0005] this invention is not a game machine for the player which was made in 
consideration of the above-mentioned background, and was restricted like a home 
video game machine. A player individual's add function is given to the game machine 
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for many and unspecified players. The contents and the results of a game which the 
player performed are saved for every player. It aims at offering the game machine 
which enables it to control the contents of a game, and advance by dialogic 
operation with a player when a game is performed repeatedly, for example, enabled it 
to enjoy a dialog through [ for elderly people ] a game machine. 
[0006] 

[Means for Solving the Problem] In order to attain the above-mentioned purpose, 
while this invention saves the personal information inputted for every player in 
advance of the start of a game at individual data memory The results data of the 
game performed after that are memorized to results data memory for every player. 
When the personal information on the player inputted when newly starting a game is 
left behind to individual data memory, it is made to have transmitted the message 
corresponding to the results data of the past of the player to the image display 
means with the display of a character at the player. Thereby, whenever it gives 
continuity to a game and newly starts a game, the past results will be told to a 
player at dialogic operation, and become possible [ raising the interest of a game 
remarkably ]. 

[0007] Since it becomes the point when taking the above-mentioned dialogic 
operation and selection of the character which sen/es as a speaker of a message 
raises the interest of a game, it is good that prepare two or more kinds of 
characters, and the player enables it to choose suitably out of it. Furthermore, it is 
effective to make this utter with the voice according to the character also about a 
message. Moreover, it is effective to also make the message of the contents 
according to the advance progress display or utter, while a game is going on. 
[0008] Although the contents of a game itself may be arbitrary, the contents of a 
game set forth the game object which carried out the ball or disk configuration of a 
minor diameter on the game board of low friction in the meaning to which moderate 
movement is urged intelligible moreover, and the thing of the form which it hits, and 
a game is advanced by the blank and displays this on an image display means is 
suitable. In this case, it becomes possible to participate in a game, sit [ on a chair or 
a wheelchair ] by making the near side of the game board project in the shape of 
eaves, and providing a space which the leg of the player which sat on the chair at 
the lower part enters freely. 
[0009] 

[Embodiments of the Invention] The appearance and the important section outline 
cross section of a game machine which used this invention for drawing 1 are shown. 
This game machine is used installing in game corners, such as a home for the aged. 
The upper surface of the main part 2 of a game machine serves as the game board 3, 
and an about 1-3-degree inclination is attached so that a back side may become low, 
and the front face is made into the flat side of low friction for the game board 3 for 
example, with the Teflon (registered trademark) coat etc. With this operation form, 
the ball 5 sent to the ball feed hopper 4 is laid in a predetermined set location (few 
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hollows are established in the front face of the game board 3), and a game is started 
by hammering out with a racket 6. 

[0010] A ball 5 is the minor diameter whose diameter is about several cm, and the 
thing made of rubber is used and it can also use a ping-pong ball etc. for others. In 
addition, in order to give a contingency to a game, some irregularity may be given to 
a ball or you may make it an ellipsoid configuration. Moreover, it is also possible to 
use a pack of a disk configuration which is used in the air hockey game instead of a 
ball 5, and it is [ that the front face of the game side 3 should be further made to 
low friction in this case ] desirable to form many detailed holes in the game board 3, 
to make air blow off from these holes, and to surface a pack in a game. 
[0011] The game board 3 top is covered by the transparent cover plate so that the 
ball 5 hammered out with the racket 6 may not jump out of the game board 3. Two 
or more score gates 8 are established in the side attachment wall by the side of the 
right and left which enclose the edge of the game board 3, and the back, 
respectively. A gate scoring machine is included in the front face of each of the 
score gate 8, and the score display of 1 figure or 2 figures is performed by game 
progrjam software. The space through which a ball 5 may pass is provided between 
the inferior surface of tongue of the score gate 8, and the game board 3, and when a 
ball 5 passes through that, a detection signal is acquired from IN gate sensor of the 
photoelectrical formula included in the inferior surface of tongue of the score gate. 
And the score currently then displayed by the gate scoring machine is added to a 
game score. In addition, such an IN gate sensor is indicated in detail by the patent 
No. 2686048 official report 

[0012] Along with the entire fringe, the out hole 9 is dispersedly established in the 
side attachment wall in which the score gate 8 was established at the near side of 
the game board 3. An OUT gate sensor detects this as a ball 5 going into these out 
holes 9, and it becomes an one-set end. Five balls per game can be used, and it is at 
the five-set end time, and becomes game over. And the sum total of the score for 
five sets sen/es as a score of one game. In addition, adjustable [ of the score 
displayed on a gate scoring machine ] is carried out at random for every set. 
Moreover, it is also possible to prepare the energization means for which a salient 
and a ball are made to ^MmesK strongly in the part in which the score gate 8 is 
established and where a side attachment wall is proper, and to give various change 
to the moving trucking and speed of a ball 5. 

[0013] Although the total score for five sets turns into a game score, this game 
score is more than a target score that the player set up, and a privilege is given to a 
player when the target score is moreover set up more than predetermined level (for 
example, 200 points). Of course, the level and the kind of privilege are also changed 
according to the setting level of a target score. As a privilege, there may be various 
things, such as offer of the free service ticket of other game facilities of the supply 
of a premium, the right of a free re-game, a karaoke machine, a Print Club 
(registered trademark) machine, etc. 
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[0014] Furthermorep with this game machine, if the total score for five games 
performed in the past, for example is over fixed level (for example, 1 200 points) even 
if the game score of one game is not more than a target score, the above- 
mentioned privilege will be given suitably. Therefore, it is possible to also continue 
and use the game score of the game a game was already performed rather than 
completed at once once. For this reason, the results of the past game can be saved 
for every player as mentioned later in detail. In addition, what is necessary is Just to 
eliminate this for memory saving, since the score of the game performed before it 
becomes unnecessary when the continuation score for five past games is confirmed. 
[0015] this side of the main part 2 of a game machine serves as a control panel 10. 
and a coin slot 11, the dial 12, the touch key 13, the microphone 14, and the 
insertion mouth 1 5 of a prepaid card are formed. A dial 1 2 is used for a setup in 
game mode, for example, selection of difficulty, and a setup of whether for it to 
connect with other same game machines through the Internet, and to perform a 
game at a waging^war ceremony. The touch key 13 can input personal data, such as 
a name of a player, nickname, sex, and age, by operating it according to the guidance 
message displayed on a monitor CRT 17 including a cursor key, a ten key, an enter 
key, etc. 

[0016] A microphone 14 is used in order to incorporate the voiceprint of a player as 
data. Voiceprint data are memorized with the personal data inputted from the touch 
key 1 3, and serve as identification inforrpation of a player. In addition, it is also 
possible to use fingerprint data instead of voiceprint data, and it should just build a 
fingerprint reading machine into a control panel 10 instead of a microphone 14 in this 
case. The prepaid card of a magnetic-recording method can be inserted in the 
insertion mouth 1 5, and the time and effort which throws in coin from a coin slot 1 1 
for every game by this can be saved, and by the credit method, a game can be 
repeated and it can carry out. A recorder is built in in the inner part of the insertion 
mouth 1 5, and when a game is stopped, a prepaid card is discharged after data 
rewriting. In addition, if a touch key performs creation operation of a prepaid card 
after collecting from a coin slot 1 1 and throwing in coin, a new prepaid card will be 
published with the card issue vessel formed in the inner part of the insertion mouth 
15. 

[0017] The part and control panel 7 of a near side of the game board 3 project in the 
shape of eaves to a near side, and a space 1 8 is formed in the lower part From 
providing such a space 1 8, also with a player [ having sat on a wheelchair 9 ], the leg 
is made to enter in this space 1 8, and a game can be performed. Moreover, in being 
the elderly people to whom it stands during the game and it becomes hard to have 
no *3Me9|e, it becomes possible to perform a game, sit [ on a chair ]. In addition, a 
handrail 10 is formed in the near side of a control panel 7, and it can use as an aid 
when moving the upper half of the body, without applying a big burden to the 
membrum inferius. 

[0018] When such a use gestalt is taken into consideration, the height of the game 
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board 3 has about 70-90 goodcm, and 55-70cm and depth have [ the height ] about 
40-50cm preferably good [ height ] about a space 1 8 about 30-50cm. Moreover, in 
order to carry out moderate movement to a player, it is good to set breadth of the 
game board 3 to 100cm - about 180cm from balance with the installation space of 
this game machine. 

[0019] The monitor CRT 17 installed in the back side is used for the display of the 
evaluation message when becoming not only the display of a game score but a 
progress message when the display of the guidance message at the time of the alter 
operation of personal information, the dialog message at the time of a game start, 
and one set of games are completed and game over etc., and these messages are 
displayed with the image of a character. Furthermore, a loudspeaker 20 is 
incorporated near the monitor CRT 17, and voice is also uttered for the above- 
mentioned message etc. with the voice according to the kind of character displayed 
on the monitor CRT 17. In addition, a monitor CRT 17 can also substitute a liquid 
crystal display panel and a CRT projection type screen. 

[0020] A video camera 22 picturizes the face picture of a player at the time of the 
input of personal data. At this time, the message which urges turning a face to a 
video camera 22 to a monitor CRT 17 is displayed, and the face of a player is 
picturized on uniform conditions each time. In this way, the picture signal of the 
obtained face is incorporated as usual face image data after digitization, and also it 
is incorporated as face discernment data for every player individual by proper image 
processings, such as profile emphasis processing. It becomes discriminable [ the ] 
even if phonation is an inconvenient player by using this face discernment data. 
[0021] Functional block shows the outline of the electric composition of this game 
machine to drawing 2 . CPU24 controls the operation of a game machine by the 
memory controller 27, the game controller 28, etc. according to the program 
software stored in the sequence program memory 25 and the game program memory 
26 to mention later in detail. Moreover, the monitor controller 30 and the sound 
controller 31 control the operation of a monitor CRT 17 and a loudspeaker 20 
according to the instructions from CPU24, respectively. The control software of a 
transmittei^receiver 34 is stored in the communication program memory 33, and a 
transmitter-receiver 34 connects this game machine and other game machines 
through the Internet network, and communicates data between game machines. 
[0022] The coin sensor 35 is formed in the inner part of a coin slot 1 1 , discriminates 
the classification of the thrown-in coin, and inputs a start signal into CPU24. Card- 
to-tape / record / issue machine 36 is used for issue of a new prepaid card while it 
performs the informational read and rewriting which were recorded on the prepaid 
card inserted from the insertion mouth 1 5 according to the command from CPU24, 
as mentioned above. 

[0023] A memory controller 27 accesses ID information data memory 38, an image 
data memory 39, the voiceprint data memory 40, the game results data memory 41, 
the character data memory 42, and the message data memory 43 according to the 
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command from CPU24, and performs writing/rewriting of required data, and performs 
data read-out, and inputs it into CPU24. 

[0024] Information, such as the information about the player individual registered 
into this game machine, for example, sex, age, a place of residence, and a friend 
name, is written in ID information data memory 38 with the ID cord which divided 
and ended to the player individual. The writing of personal information is performed 
based on the data inputted from the control panel 10 at the time of new registration 
of a player. The face discernment data from which the image data memory 39 was 
obtained by the data of the face picture acquired from the video camera 22 at the 
time of new registration of a player and the image processing are stored, and the 
aforementioned ID cord is assigned to these data. 

[0025] The voiceprint data obtained through the microphone 14 are written in the 
voiceprint data memory 40 with an ID cord, and it is used as individual data memory 
for these image data memories 39 and voiceprint data memory also memorizing 
personal information with ID information data memory 38. At the game results data 
memory 41, the score of the game which the player performed until now is saved 
with the ID cord assigned to the player. As past game results data saved in this 
memory, the number of times of a game, the total score for every game and game 
time, the set score in each game, etc. are contained. In addition, since addition and 
updating will be performed serially, as for each data of ID information data memory 
38, an image data memory 39, the voiceprint data memory 40, and the game results 
data memory 41, in each of such memory, it is desirable for storage capacity to 
make extension possible suitably using the rewritable thing of a large hard disk, MD 
disk, etc. 

[0026] The basic image data of the computer graphics of the young man and woman 
who are several man-minutes from which the impression of two or more kinds of 
characters, for example, an age group, and a face differs is written in, and character 
code attached to each can be used as a search key, and can be called now to the 
character data memory 42. And basic utterance data are also prepared for every 
character, it carries out based on these basic image data and basic utterance data, 
change of expression and the tune of voice are changed, and display and utterance 
are performed to a monitor CRT 17 and a loudspeaker 20. 
[0027] In addition, when it is written in the sequence program memory 25 and a 
specific message is chosen out of the message data memory 43, the thing 
corresponding to the message code chooses the software for changing the 
expression of a character, and the tune of voice, and it is used. For example, when 
the selected message is the thing of the contents which encourage a player, the 
voice from the expression and the loudspeaker 20 of the character displayed on a 
monitor CRT 17 also becomes a thing corresponding to this. 

[0028] Various kinds of message data read into the program execution stored in the 
sequence program memory 25 and the game program memory 26 are stored in the 
message data memory 43. For example, the data for displaying a message telling a 
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player according to the results of the past game, or game advance and a game result 
at the message which explains how various kinds of personal data are inputted when 
new registration processing of a player is performed in advance of the start of a 
game, game start order, or the time of a game end are written in. The message code 
is given to these message data, respectively. Although a message is displayed with 
the character mentioned above, the software which determines the expression of a 
character and the tune of voice corresponding to this message code is chosen from 
the sequence program memory 25. 

[0029] The game controller 28 controls advance of a game according to the game 
software written in the game program memory 26. A score display is performed to 
the gate scoring machine 45 which sent the ball 5 to the ball feed hopper 4, and was 
specifically prepared in the front face of the score gate 8, and it supervises whether 
the ball 5 passed by IN gate sensor 46 and the OUT gate sensor 47 further. The 
working memory 48 for games is used for primary storage of various kinds of flag 
data generated during game execution, and read-out. 

[0030] It explains referring to the flow chart and monitor CRT screen display which 
were mentioned after drawing 3 about an operation of this invention game machine 
constituted as mentioned above. A check of that the prepaid card which the coin 
injection was performed from the coin slot 1 1, and it was checked by the coin 
sensor 35 that it is proper coin, or was inserted in the insertion mouth 1 5 is 
effective inputs an acknowledge signal into a shell CPU 24, respectively. A message 
indicator is performed to a monitor CRT 17, and as shown in drawing 3 , it is asked 
first whether new registration of a player is required. When a player performs alter 
operation from a control panel 10 according to the display of a monitor CRT 17, it 
branches to either new registration processing or player check processing. 
[0031] At the time of new registration processing, a player inputs proper personal 
data according to a monitor CRT 1 7 and the message from a loudspeaker 20. 
Moreover, a player blows voice from a microphone 1 4 and data incorporation of a 
face picture is performed by the video camera 22. If registration processing is 
performed regularly, an ID cord peculiar to the player will be given, and these 
inputted personal data, voiceprint data, and face image data will be written in ID 
information data memory 38, an image data memory 39, and the voiceprint data 
memory 40 with an ID cord, respectively. 

[0032] Moreover, on the occasion of new registration processing, it is indicated by 
list and the character currently prepared for the character data memory 42 can 
specify characters with a player arbitrary out of it to be monitors CRT 1 7. When a 
character is specified, the character code is also recorded on ID information data 
memory 38, and when the player performs a game, the specified character is used 
henceforth. When a character is not specified, one is automatically chosen out of 
the character of sex contrary to the sex of a player, and the character code is 
added to ID information data memory 38. An end of new registration processing 
displays the demonstration screen which urges a game start to a monitor CRT 1 7. 
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[0033] When new registration processing is unnecessary, check processing of a 
player is performed. At the time of check processing of a player, according to the 
guidance message displayed on a monitor CRT 17, a player carries out the right pair 
of the face to a video camera 22, or utters voice toward a microphone 14. 
Incorporation of voiceprint data and face image data is performed, and CPU24 
transmits these data to a memory controller 27. Once a memory controller 27 
memorizes these data in the memory for comparison prepared in the memory 
controller 27, respectively, it accesses an image data memory 39 and the voiceprint 
data memory 40, reads the image data and voiceprint data which are written there 
one by one, and compares with the new image data and voiceprint data which are 
incorporated by the memory for comparison. 

[0034] If a match is in an image data memory 39 and/or the voiceprint data memory 

40, a memory controller 27 will use as a search key the ID cord which this is given, 
will access ID information data memory 38, and will display the name currently 
written there as personal information, sex, age, etc. on a monitor CRT 1 7. A player 
checks this display and performs a check input from a control panel 10. In addition, 
when these displays do not correspond to their thing, new registration is needed, 
and the above-mentioned new registration processing is started. 

[0035] If new registration processing or check processing of a player is performed, it 
will become the display of a demonstration screen and will become the input waiting 
of the target score of the game started from now on. At this time, already, to a 
registered player, a memory controller 27 accesses the game results data memory 

41, the character data memory 42, and the message data memory 43, and performs 
data read-out from these, and as shown in drawing 5 , the last game score and the 
last target score at the time are displayed on a monitor CRT 17. Moreover, in this 
game machine, since a privilege will be given if it amounts to 1200 points when five 
games were digested for example, it Is collectively displayed by the total 
continuation score In less than four games digested till then. 

[0036] According to the game results of the game performed in the past, a memory 
controller 27 reads a suitable message from the message data memory 43, and 
displays this on a monitor CRT 17. the time of the personal information on a player 
being referred to and a player being an elderly male at this time, — illustration — 

like — " — although it was last time [ my **5Mc5|c* and ] regrettable " — a screen 

display, of the message is carried out, and the message of these contents is reported 
by voice from a loudspeaker 20 at the tune of the voice according to the character, 
and the voice according to game results Moreover, the message indicator to which it 
urges setting up a target score still more highly with reference to the results of the 
game of the number of times of experience of a game or the past as shown in 
drawing 6 when the target score which the player set up is too low is performed 
about the game started newly. 

[0037] A game is started by performing game start operation in which the target 
score was set up. Among a game. CPU24 supervises the detection signal from IN 
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gate sensor 46 and the OUT gate sensor 46, and adds a set score to serial with the 
working memory 48 for games. And when one set is completed and the set score is 
over 75 points, a message is displayed as shown in drawing 7 . Drawing 7 shows the 
state where even three sets were completed, also combines the total score to three 
sets, and is displayed. Of course, a message is told also from a loudspeaker 20. 
Moreover, when a set score is extremely low (for example, less than 20 points), the 
display of an encouragement message as shown in drawing 8 is performed. 
[0038] At the time of a game end, the game score for the one game is transmitted 
and memorized by the memory controller 27 from the working memory 48 for games 
at the game results data memory 41. And according to the case where it is 
unclearable with the case where a target score is cleared in one game, a message is 
read from the message data memory 43, and the display shown in a monitor CRT 19 
at drawing 9 or drawing 10 is performed. Though a target score is unclearable in one 
game, since the continuation score for five games is harnessed in this game machine, 
as shown in drawing 1 0 , the continuation score in the time of finishing four games is 
also displayed. Therefore, about 5 game eye to be performed from now on, it comes 
to be reported how much score is required until the continuation score for five 
games reaches 1 200 points of a target in addition to the total score of one game. 
[0039] As mentioned above, at the time of a game end before and after a game, 
while the message according to progress and the game result of a game is displayed 
on a monitor CRT 17, information with voice is performed from a loudspeaker 20. 
The fundamental-tone voice data about the voice impersonation of a character are 
memorized in the character data memory 42 for every kind of the, and since the 
software into which the tone according to the contents and intonation of a message 
are changed further is prepared for the sequence program memory 25, the voice 
message suitable for the contents of a message comes to be reported to a player. In 
addition, as a picture of the character displayed on a monitor CRT 1 7, it is possible a 
face or not only the upper half of the body but to use the picture of the whole body, 
and it is good it not only to change the expression of a face, but to add various 
pauses and movement according to the contents of a message in this case. 
[0040] It is also possible to perform a game at a waging^war ceremony through the 
Internet network in this game machine between the same game machines further put 
on the other place. First, it makes arrangements with a waging-war partner 
beforehand, and the start time of a game is decided. And before the game start 
operation shown in the flow chart of drawing 3 . a control panel 10 is operated and 
waging-war mode is chosen. If this is inputted when personal information, such as a 
waging-war partner s place of residence and a name, is inputted or a partner's ID 
cord is known, communication will be started between the game machines of the 
other place. 

[0041] The display screen shown in a monitor CRT 17 at drawing 1 1 appears, a 
waging-war partner s face picture is displayed, and a waging-war partner's comment 
and the last record against an opponent are introduced with a character. A waging- 
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war partner's face picture is read from the image data memory by the side of the 
game machine of the other place, and is transmitted, and record against an opponent 
is read from the game results data memory 41 of the game machine by the side of a 
player. In addition, when it is waging war to begin, some of personal information is 
read from the image data memory 39 of each game machine to a face picture, and ID 
information data memory 38, and it is displayed on each near game machine as 
introduction information. 

[0042] A game is performed by turns for every set At this time, a video camera 22 
picturizes the game board 3, the picture is sent to the game machine of the other 
party, and the picture in a game is displayed on a monitor CRT 17 with acquisition 
progress of a score. Moreover, whenever one set is completed, a character reports 
the message corresponding to each results, and reports the message according to 
the game result at the time of a five-set end. Record-against-an-opponent data are 
saved for every waging-war partner at the game results data memory 41, and at the 
time of the start of a next waging-war mode game, the results data is read similarly, 
and they are used for it as introduction information before a game start. 
[0043] As mentioned above, although explained according to the operation gestalt of 
illustration, when carrying out this invention, various change is possible for the 
concrete content of the game itself. For example, although a ball 5 is put on a 
predetermined set location and the hit ball of this is carried out with the racket with 
the above-mentioned gestalt, it is also possible to turn a ball 5 to a player and to 
hammer it out from the back of the game board 3, Moreover, when IN gate sensor 46 
is only passed, it may replace with adding the score and a game may be advanced at 
a bingo game ceremony using the number of this score. 

[0044] Furthermore, although the amount of the game results data memory 41 used 
will also increase if the amount of the memory used of ID information data memory 
38, an image data memory 39, and the voiceprint data memory 40 will increase if the 
new registration number of cases of a player increases, and the number of games is 
increased In order to save the amount of such memory used for example, about the 
data which were not read by the memory controller 27 more than half a year This is 
deleted automatically, and the results data for every player are memorized only 
within past 5 batch about the game results data memory 41, and data older than it 
can be corresponded by the technique of deleting. 

[0045] In order to give interest to a setup and advance of a game by dialogic 
operation, it is effective for the character which serves as a messenger of a 
message to give the feature. For this reason, it is desirable to prepare various males 
and women in an age group, and the thing from which the impression of a face also 
differs so that it can respond to various liking of a player as a kind of character. 
Moreover, as a picture of a character, what [ not only ] is depended on computer 
graphics but a real person is picturized in various expression and pauses, and this is 
incorporated as image data, respectively, and the optimal thing which suited the 
contents of a message is read and you may make it use for image display. 
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[0046] Furthermore, in order to already quicken discernment processing of a 
regjstered player, it is also effective to give the function to publish the magnetic 
card which wrote in the ID cord peculiar to a player, or the ID card of memory card 
form, and the reading function to read an ID cord in this ID card to this game 
machine. Thereby, when a player inserts an ID card in the reading slot, it also 
becomes possible to read an ID cord and to discriminate a player. In addition, what is 
necessary is Just to add the check processing based on voiceprint data or image 
data further for the check, in order to prevent the misuse and surreptitious use of 
an ID card. 
[0047] 

[Effect of the Invention] The game machine of this invention equips the business- 
use game machine for many players with the function to memorize the personal 
information on a player, and the game results of the past for every player, as 
mentioned above, by moreover, the image display means Since a proper message is 
displayed with a character based on these information and it has been made to 
perform a setup and advance of a game by dialogic operation with a player The 
relation continued between the game machine and the player through the game can 
be given, and different new interest from the content of the mere game itself can be 
produced. 

[0048] Furthermore, it is effective to prepare the image data of the character 
beyond several man-minutes or it for character data memory, and to enable it to 
choose it from the inside as arbitration at the time of the start of a game, and to 
enable it to change on the way so that a player can choose arbitrarily the character 
which serves as a messenger of a message. And in a character, at the time of 
transfer of a ** message, if a character and the voice according to the content of a 
message are uttered, the somesthesis effect can be raised more. 
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[Brief Description of the Drawings] 

[Drawing 1] It is the external view of the game machine using this invention. 
[Drawing 2] It is the functional block diagram of the game machine shown in drawing 

1 . 

[Drawing 3] It is the flow chart which shows the flow of processing before the game 
start by the game machine shown in drawing 1 . 

[Drawing 4] It is the flow chart which shows the flow of the processing at the time 
during game advance of a game end following drawing 3 . 

[Drawing 5] It is explanatory drawing showing an example of the display screen 
before a game start. 

[Drawing 6] It is explanatory drawing showing other examples of the display screen 
before a game start 

[Drawing 7] It is explanatory drawing showing an example of the display screen in 
the middle of a game. 

[Drawing 8] It is explanatory drawing showing other examples of the display screen 
in the middle of a game. 

[Drawing 9] It is explanatory drawing showing an example of the display screen at . 
the time of a game end. 

[Drawing 10] It is explanatory drawing showing other examples of the display screen 
at the time of a game end. 

[Drawing 11] It is explanatory drawing showing an example of the display screen 
before the game start when performing a game in waging-war form. 
[Description of Notations] 

2 Main Part of Game Machine 

3 Game Board 
10 Control Panel 
14 Microphone 

1 7 Monitor CRT 
20 Loudspeaker 
22 Video Camera 
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